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Abstract 
Purpose of the study: The purpose of this study is to capture the lived experiences of Filipino College Students 
excessively immersed in online gaming for a year or more with five or more symptoms of Internet Gaming Disorder 
(I.G.D.).  
Methodology: This is a qualitative research using the phenomenological approach. Internet Gaming Disorder Scale – 
Short form (IGD9-SF) was used to identify participants. Using Paul Colaizzi’s Procedure, field text was carefully 
transcribed and analyzed to determine the statement verbalizations and musings, which collectively described the 
phenomenon.  
Main Findings: The conceptual model “E-Loop of I.G.D.” or the “Entertain-Engulfed-Entangle-Escape” has emerged. 
The findings of this study established the severity of the adverse effects of I.G.D. To students and the severe gaming 
dysregulation, this resulted in a vacuum in their personal development.  
Applications of this study: This model provided a clear picture of a vicious cycle of dysregulated internet gaming 
behaviour which would equip mental health experts’ richer understanding and analysis of action related to gaming. 
Ultimately, this inference offers an appropriate basis for intervention or treatment programs in assisting students with 
I.G.D. symptoms.  
Novelty/Originality of this study: This study provided a novel conceptual framework of internet gaming disorder based 
on the lived experiences of the symptomatic gamers. Further, it offered more definite conceptions on the vicious cycle of 
I.G.D.  
Keywords: Internet Gaming, Internet Gaming Disorder, Phenomenology, E-Loop of I.G.D., Lived Experiences, 
Symptomatic. 
INTRODUCTION 
Collegiate years prepare students to become globally competitive and successful professionals. Also, this is the time 
when they experience challenges and distractions that can be disadvantageous to their growth. Just like these two 
students; one who has been a consistent honour student and the other was a regular gold medallist in sports competition. 
The first one displayed a dramatic decline in academic performance, and the other one got kicked-out from the varsity 
team. These were due to persistent tardiness and absences during class/training, and being inattentive in classes/training. 
After a series of inquiries and observations, it was found that there were neither familial nor financial problems, but 
these students were “passionately” engaged in online gaming.  
Across the lifespan, gaming had been part of humanity (Rahmadi & Prambayun, 2019) and has been essential, beneficial 
and regular activity (Koshleva et al., 2020). Games can improve children’s mental processing (Rosyati et al., 2020) and 
can hone skills of individuals in different facets such as psychological, social, and cultural (King & Delfabbro, 2019). 
Though in general, it is perceived to be advantageous, the continuously growing trend to online gaming over the 
previous decade has given birth to problematic gaming. Since the rise of the internet age has paved the way for constant 
technological expansion and limitless potentials, it is hugely advantageous to education systems (Kamenez, 2020), 
online marketing (Suriya, 2019), communication (Kosheleva et al., 2020), among others. Yet, behind the advancement, it 
conveys, lays huge detriments especially to the mental health of its users. The exciting features of the internet 
overwhelmed human beings to the extent of overlooking their physical and psychosocial needs. Engaging in online 
gaming have become the priority leisure activities of children and the young generation (King & Delfabbro, 2019). 
While some of them use gaming in a regulated and healthy way, most students displayed a dramatic decline in physical 
hygiene, academic and curricular activities, hindrances good interpersonal relationships among significant others and the 
society as a whole. 
The excessive use of the internet gained attention at the dawn of the 21st century in the face of Internet Addiction 
Disorder (IAD) (Király, Griffiths & Demetrovics, 2015). As early as 2001, the American Psychological Association 
(A.P.A.) emphasized that the meteoric growth in internet access had brought with it broad problematic internet 
behaviours (Cash et al., 2012). Since then, innovation and studies were conducted to minimize the condition. However, 
the problem ceaselessly exists and continually evolved. Currently, “internet gaming disorder” has been the focus of 
researchers due to its severe adverse effects on the physical, sociological and psychological well-being of the youth, 
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especially among students. It has been recognized as a global concern since it is resulting in the harmful impacts on 
different facets of individual growth mostly of adolescents and young adults. It is there increasing recognition of harmful 
impacts related to time spent in gaming, particularly among the younger population (King & Delfabbro, 2019). I.G.D. is 
characterized by “persistent gaming and functional impairment in multiple areas of life” (King & Delfabbro, 2019). 
Recently, the A.P.A. identified I.G.D. in Section 3 of the Diagnostic and Statistical Manual 5th Edition (DSM-5) as a 
condition worthy of future study towards its possible inclusion to the main lists mental disorder (King & Delfabbro, 
2019; Kuss et al., 2017). Furthermore, the World Health Organization (WHO, 2018) included video gaming addiction as 
a mental illness under addictive behaviours in the list of psychological, behavioural or neurodevelopmental disorders of 
International Codes of Diagnosis – 11. Since then, researchers focused on its conceptualization, risk factors and 
treatment protocols. Yet, the condition has been under confusions and debates among academicians, mental health 
practitioners and researchers. Feng, Ramo, Chan and Burgeois (2017) explained that research publications in gaming and 
internet addiction had increased rapidly in the last decades. Yet, there is still a need for in-depth analysis to understand 
the disorder. 
Understanding and explaining the phenomenon requires further first-hand inquiries. Captivated by the opening story of 
college students and the importance of gaming in human lives, this research sought to investigate the underlying factors 
and concepts of the condition by answering the central question: “How do symptomatic Filipino college students 
perceive and experience internet gaming disorder symptoms?” Beholding from the lens of the gamers, this inquiry will 
fill-in the gaps in understanding and conceptualizing the I.G.D. Findings of this study will contribute to the existing 
literature on Internet Gaming Disorder as well as provide valuable knowledge and insights that probe on the dynamic 
social experiences and relational interactions of Filipino College students with I.G.D. symptoms. Specifically, the 
emerged themes of internet gaming disorder will serve as a guide towards the formulation of proper intervention 
programs to manage/control the symptoms. Thru phenomenology, various personas of students excessively engaged in 
gaming will offer an exciting map towards understanding and conceptualizing unknown features of I.G.D. 
LITERATURE REVIEW 
Online gamings gained its popularity and have been a vital part of entertainment and leisure activities in households 
around the world (Pontes, 2016). As reported by the Entertainment Software Association-ESA (2017), “67% of the 
American household own a video gaming device used to play games”. Reports also revealed that China has 257 million 
video gamers (Snyder, 2018). In 2015, it was reported by Petry et al. that based on the criteria from the DSM-5 the 
global prevalence of I.G.D. ranges from 0.5% to 6% (as cited from In the Philippines, the statistics on video gaming 
(online/offline) has not been well established even the fondness of Filipinos in online gaming is visibly seen in the 
streets, inside the classrooms and outside schools with internet cafes. With its users around the globe, questions to 
whether it should be considered a psychiatric/psychological condition was raised, making it controversial. 
Though researchers have been successful in proving the positive effects of video gaming to individuals such as enhanced 
cognitive abilities (Gee, 2003), interpersonal effects to a person with autism (Gallup et al., 2016), hand-eye motor 
coordination, its adverse effects to most gamers should be given attention. American Psychiatric Association (2013) 
stated that “gamers play compulsively, to the exclusion of other interests, and their persistent and recurrent online 
activity results in clinically significant impairment or distress”. Additionally, A.P.A. (2013) stated that the gamers’ brain 
activity when gaming triggers “neurological response” affecting the feeling of “reward and pleasure” which is similar to 
those with substance-abuse disorders. Research also found that games may include illicit “aggression, addiction, 
depression, anxiety and obsessive-compulsive disorder” (Pontes et al., 2019). Further, theoretical, empirical, and clinical 
evidence had proven that I.G.D. exists. 
One of the significant barriers of psychological inquiry of I.G.D. is its lack of clear definition and conceptualization. 
Numerous studies explained I.G.D. as a complicated case of addiction based on previous theories explaining behavioural 
addiction. It has been in the middle of debates, and continuous conceptualization since psychological inquiries in this 
field started (Pontes, 2016). Mills and Allen (2019) characterized I.G.D. as a “sustained, problematic pattern of video 
gaming which contributed to both physical and psychological harms”. Kardefelt-Winther et al. (2017) characterized 
behavioural problem such as I.G.D. with recurrent individual’s actions which can result in a harmful or distressful 
situation which is persistent over a significant period in which the damage is functionally impairing in nature. This 
explanation is generally applicable to other behavioural addiction including gambling and gaming (Kardefelt-Winther et 
al, 2017) and not exclusively characterizing the specific and unique condition of I.G.D. As discussed by Volkow and Li, 
and Nestler pleasurable aspects of behaviour such as taking prohibited drugs will access the reward circuits of the brain 
which was similar to the brain activity of online gamers (as cited in Dong & Pontenza, 2015). Motivation-focused 
models suggested that addiction rooted from errors in motivation wherein relatively higher priority focused on 
behaviours such as drug use or gambling (Dong & Ponteza, 2015) as cited from Chambers, et al). Furthermore, the 
Cognitive-Behavioural model has been utilized in explaining I.G.D. focused on reward circuits (Weinstein et al, 2017). 
A.P.A. (2013) proposed a clinical definition of I.G.D. as “persistent and recurrent use of the Internet to engage in 
gaming, often with other players, leading to clinically significant impairment or distress”. I.G.D. is present if a gamer 
met five or more of the nine criteria (please refer to Table 1, I.G.D. symptoms) in 12 months period.  
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Though very similar to other behavioural addiction, internet gaming is a condition that allows gamers to engage in a 
virtual world, virtually escape reality which affects primarily their imagination and perception of the real world. Also, 
gaming is not collectively detrimental to all users (King & Delfabbro, 2019). Unlike substance abuse, smoking and 
gambling, it is not inherently unhealthy activity and as mentioned gamers can warrant some benefits. Thus, considering 
this scientific assumption, its conceptualization and definition needs further empirical studies. Petry et al., (2014) 
claimed a conceptual outlining of I.G.D. constructs parallel to substance abuse disorder (S.A.D.) since gaming (G.D.) is 
inherently addictive. Moreover, as supported by the assumption of Belanger-Lejars (2015) that though I.G.D. and G.D. 
are distinct, both come together on individual psychological risk factors. As well, Saquib et al., (2017) who examined the 
contribution of mental distress to excessive video gaming concluded that more considerable difficulty leads to a higher 
risk of game addiction. However, these inferences are confronted by various researches (Kiraly et al., 2015), arguing that 
video gaming is a self-regulatory challenge. Scharkow et al. (2014) showed evidence those I.G.D. symptoms akin to 
social and mental health. Recent developments suggested hyperactivity and inattention and self-esteem problems were 
predictors of I.G.D. (Wartberg et al., 2018). Wartberg and his colleagues (2017) found that emotional distress and 
parental anxiety have strong effects on I.G.D. Further, Moudiab and Spada (2019) tested the “relative contribution of 
motives and maladaptive cognitions to levels of I.G.D.” suggested a dominant triad of I.G.D. characterized by “being 
motivated to the game means coping in life; being motivated to hone gaming skills, and, overvaluing games’ rewards”. 
The recent literature suggested that I.G.D. had a pool of risk factors affecting the cognition, motivation, sensation, 
behaviour, interpersonal relations and even physical health of the gamers.  
To date, conflicts with whether I.G.D. should be called a mental illness are still on-going. In an article by Bax (2016), he 
claimed that rather than a mental disorder, I.G.D. simply is a social deviance. He explained that more than a 
deterioration of mental health, it is merely a social problem which needs appropriate methods that require real-world 
solutions. A sharp criticism of its recognition as a behavioural addiction, the term “addiction” may suffer potential 
devaluation due to its permissive nature (Király et al., 2015). Moreover, Billieux et al. (2015) emphasized that 
researchers tended to over anthologize everyday life behaviours such as gaming. However, from the findings, I.G.D. 
could prospectively contribute to the deterioration of mental health (Wartberg et al., 2018). Belanger-Lejars (2015) 
argued that psychological risk factors of I.G.D. could lead to not only the decline of mental health and psychological 
well-being but the physical health of its gamers. Deleuze et al. (2018) also tried to distinguish “passion” and “addiction” 
of players. Results suggested high engagement and problematic gaming are distinct but were related (Deleuze et al., 
2018). Hence, refinement of the diagnostic approach and conceptualization of I.G.D. were timely to avoid confusions 
with normal to problematic gaming. Various researchers have also linked I.G.D. to different psychological constructs.  
With the enumerated characteristics, signs, and symptoms of this condition, it was seen that excessive internet gaming 
negatively affects the physical, mental, and sociological welfare of the gamers. Having the capability to predict, 
diagnose and manage I.G.D. symptoms play a vital role in its prevention. Hence, possible risk factors linked with I.G.D. 
requires thorough understanding. However, in the present day, the risk factors and causes are subject to further research 
and exploration. As stated by Feng et al. (2017) and Wartberg et al. (2018), research and conceptualization with I.G.D. is 
at its infancy and needs further psychological inquiry. Notwithstanding the growing studies regarding the epidemiology 
of internet gaming disorder (I.G.D.), influencing factors examined to a lesser extent, such as psychological needs and 
self-control. Thus, to give light to grey areas on conceptualization, the present study will determine the concepts of the 
phenomenon with insiders’ perspectives and experiences of the gamers themselves with in-depth individual 
conversations. 
RESEARCH METHODS  
A substantial consideration with regards to the use of a qualitative approach in this paper is its ability to fully define and 
understand the phenomenon using the lived experiences of the gamers. As cited by de Guzman and Hapan (2013), “for 
people to understand better, they should be provided with information in the form which they usually experience” (cited 
from Lincoln & Guba, 1985). The researcher carefully recorded, describe, and understand the lived experiences and 
reality of the Filipino college students with symptoms of I.G.D., using descriptive phenomenology. Husserl (1970 as 
cited in de Guzman & Hapan, 2013), defined phenomenology as “the science of the essence of consciousness, focused 
on defining the concept of intentionality, and meaning of lived experiences from the first-person point of view”.  
Data from participants were gathered as a part of a more extensive pilot study assessing college students with I.G.D. 
symptoms. In-depth interviews with 37 participants with five or more symptoms for a year or more were conducted. 
Utilizing the science of essences, this phenomenological research intended to characterize the experiences in the original 
context of college students (A.Y. 2019-2020) with internet gaming disorder symptoms. Participants were selected using 
the Internet Gaming Disorder Scale – Short Form (IGDS9-SF). IGDS9-SF is a short psychometric tool which is based on 
the given criteria in the DSM-5 (Pontes et al., 2019). This tool is widely used by researchers to identify and observe the 
severity of I.G.D., which is present for a year or more (Pontes & Griffiths, 2015; Lemmens et al., 2015). The sample size 
in this qualitative method depends on what should be known, its purpose, its benefits and things to be done with the 
available resources within a period (Patton, as cited in Castro & de Guzman, 2012). Creswell (1998) stated that 
phenomenological research involves in-depth interviews with only three to thirteen selections (as cited in Castro & de 
Guzman, 2012). Participants shared his/her gaming experiences in an in-depth interview. The inclusion criteria were as 
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follows: male/female college students; from 18 to 25 years’ old who actively plays internet games for over 12 months; 
with five or more symptoms using IGDS9-SF. Participants have been active in the virtual environment such as massively 
multiplayer online role-playing games (MMORPGs), and multiplayer online battle arena (MOBA) for more than a year. 
Of the selection, 8 (21.62%) were females and 29 (78.38%) were males. The majority or 62.16% of the participants’ 
onset of gaming is during high school. Most of the participants spent four to eight hours in gaming (48.65%), 29.73% 
spent eight to sixteen hours while 21.62% spent one to four hours in gaming. All participant gamers are using mobile 
devices and personal computers for gaming.  
Table 1: Profile of the Participants 
Profile Frequency Percent
age (%) 
I.G.D. Symptoms Frequency Percentage 
(%) 
Age    1. preoccupation with internet games 37 100 
18-21 32 86.49 2. withdrawal symptoms 29 78.38 
22-25 5 13.51 3. tolerance 37 100 
Gender 
  
4. unsuccessful attempts to control 
gaming 
37 100 
Male  
29 78.38 
5. loss of interest in previous hobbies and 
entertainment 
34 91.89 
Female 8 21.62 6. continued excessive internet game use 
despite  
awareness of psychosocial 
problems 
34 91.89 
Onset of 
Gaming      
Element
ary 
13 35.14 
7. deception of others regarding the 
amount of gaming 
29 78.38 
High 
School 
23 62.16 
8. use of internet games to escape or 
relieve negative  
27 72.97 
College 1 2.70 moods   
Time Spent in 
Gaming 
  
9. loss of significant relationships, jobs, 
or other  
37 100 
1-4 
hours 
8 21.62 
opportunities because of internet 
gaming 
  
4-8 
hours 
18 48.65 
   
8-16 
hours 
11 29.73 
   
Gaming 
Devices Used 
  
   
Mobile 
Devices 
37 100.00 
   
Console 1 2.70    
Comput
ers 
37 100.00 
   
Capturing the essence of the phenomenon, the researcher sent a letter of invitation and informed consent form (which 
indicates relevant information of the study, issue to converse, and extent of the participation) to the purposively selected 
college students at Isabela State University. After obtaining their consent, the researcher's scheduled appointment for 
one-on-one interviews based on their availability and convenience. First, the participants were requested to accomplish a 
“robotfoto” (Kelchtermans & Ballet, as cited in de Guzman & Hapan, 2013) that provided their preliminary information. 
The in-depth, semi-structured interview using the Filipino language, mainly focused on their preoccupation, gaming 
behaviours and psychosocial experiences with excessive video gaming. The sharing and reflections of the conversations 
focused on the following key questions in the interview guide: (a) how often you play online games? How would you 
describe your reactions, thoughts and feelings while gaming? (b) How is your relationship with your family, friends and 
other significant people in your life before and after excessive gaming? (c) How does gaming become a dominant 
activity that affects your daily life? (d) What are the benefits you receive from internet gaming? Interview questions 
were open-ended, and the flow of discussion was determined by the participants. However, in some instances, the 
researcher needed to clarify and probe deeper into specific responses thru follow-up questions. The researcher asked the 
permission of the participants to record the conversations. This is to facilitate the transcription and data analysis. The 
researcher manually transcribed the audio-recorded interviews. 
Paul Colaizzi’s Procedure was utilized to gain the essence of the phenomenon (internet gaming disorder) under inquiry 
(Morrow, Rodgriguez, & King, 2015). The data gathered were carefully read and re-read to excerpt and extract 
significant expressions that collectively described what was common among the participants’ perception and 
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experiences. Vital phrases and statements were reduced to categorized codes and themes to create a bright and holistic 
presentation of their experiences. Moreover, chosen expressions and verbalizations of the participants were carefully 
translated to the English language to facilitate understanding of non-Filipino readers. To facilitate the cold and warm 
analyses of gathered text, the researcher used the repertory grid to reveal an eidetic central meaning of the experience. 
Themes that emerged were characterized as truthfully and as accurately as possible. The researcher utilized the critical 
friend technique and correspondence technique to guarantee the trustworthiness and truthfulness of the gathered data 
(Morrow et al., 2015). 
RESULTS/FINDINGS 
Findings of this qualitative inquiry clearly and holistically characterized the lived experiences of college students with 
internet gaming disorder symptoms as they experience physical and psychosocial difficulties. The richness and thickness 
of the field texts gathered identified four rotating patterns of the Entertain-Engulfed-Entangle-Escape or the “E-loop of 
Internet Gaming Disorder” (Figure 1). The dynamics of these series of model explained the excessive and unstoppable 
online gaming cycle of the young generation. Although the emerged trends simultaneously developed in different 
settings, I.G.D. symptoms represent separate phenomena which commenced one after another, as a response to their 
increased urge to online gaming and the growing pressure they felt brought about by systems of their respective games, 
then go back to the beginning.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Figure 1: E-Loop of Internet Gaming Disorder Symptoms 
Entertain: The Echo of Peer Pressure and Isolation 
Driven by the flow of the internet and technological revolution, participants to go with the flow with the fear of being 
left out. Inspired by the pressures of the modern community, they resorted to advanced entertainment tools which can be 
readily available on their palms using the tip of their fingers. Also, the fear of being different from the group lead to 
excessive gaming behaviours. Hence, the echo of peer pressure has gone through the heads of the gamers and became 
habituated to it. Further, as games designed intentionally to be amusing, the experience of enjoyment to graphic 
fantasies, perfect figures and heroic characters resulted in gamers to engage in gaming excitingly, consuming most of 
their time. Mesmerized by high definition effects and flattery of the games, student gamers became hooked to different 
types of video games.  
Surprisingly, the participants use the game entertainment features to isolate themselves from unwanted conversations 
with peers and family members. They use gaming to be distracted and avoid making social interactions, especially when 
they felt to be judged and discriminated by other people. Also, texts data revealed that the participants’ lack of 
motivation in doing physical activities and other productive activities aside from gaming reinforce their gaming 
behaviour. Expensive recreations and sports activities have driven them to excessive to resort to online gaming which 
requires less efforts and believed to be less expensive.  
As excerpted from the verbalizations of the participants:  
 
The Echo of Peer 
Pressure and Isolation 
Trapped in the 
Game 
Conflict of Virtual and 
Real World 
Platform for Disoriented 
Feelings of Worth 
 Humanities & Social Sciences Reviews 
 eISSN: 2395-6518, Vol 8, No 4, 2020, pp 246-257 
 https://doi.org/10.18510/hssr.2020.8426 
251 |https://giapjournals.com/hssr/index                                                                                           © Reyes and Lopez 
Table 2: Subthemes of the Echo of Peer Pressure and Isolation  
Subordinate Themes Excerpts 
Peer pressure  “It was the trend among my friends, and peers and I don’t want to be left out.” -P11 
“Teams and squads in ranks makes the games more exciting, and I’d always join my 
friends online.” –P32 
Isolation “Gaming is my way to isolate myself from others, especially when I am aware that they 
wouldn’t want to talk to me or when I feel like they’re judging me.” –P14 
“At home, I chose to play mobile games to be alone and avoid interacting with my siblings 
and parents, to avoid unpleasant discussions.” –P10 
Amusement “I find it amusing and entertaining, graphics, and heroes of different games were superb 
and amazing.” –P22 
“Being in the game is an amazing experience. The beautiful graphics, designs, and visual, 
even audio effects were just amazing, making me feel like inside a fantasy world. It’s just 
entertaining.”-P1 
Lack of motivation for 
physical activities 
 
“I would rather be indoors and entertain myself with gaming than to go outside to play 
sports activities. Sports activities like basketball can lead to physical injuries, cost you a lot 
of money, and can create misunderstandings to the opponent teams.” – P12 
“It is dangerous to stay outside nowadays; besides it could be very tiring and expensive. 
I’d choose to stay at home, or in a corner happily play on my phone.” P37 
Engulfed: A Platform for Disoriented Feelings of Worth 
Started from being entertained, student gamers gradually become engulfed in gaming unconsciously. Being engulfed 
was due to the “achievements”, “rewards”, inapt praises, and recognition they receive thru gaming. Participants become 
deluded with the idea that they were accomplishing something significant and worthwhile. In this stage, the participants 
based their sense of fulfilment and successful endeavours that they have not experienced in the real physical world. Also, 
thru validations, it was found that their verbalizations also reflect the participants’ lack of self-esteem and motivational 
drives to perform in a real-life setting.  
Interestingly, I.G.D. symptoms stemmed from their perceived “sense of belongingness” and freedom to utter profane 
languages while gaming. The sense of liberty to express their feelings of violence and obscenity, without being 
reprimanded like in the physical world, is a huge contributing factor. The absence of physical contact became 
advantageous to gamers since they believe they can be more to be themselves without being judged. With the need to 
sustain their self-esteem and a sense of belongingness, the next curve in the loop arises. Also, immersed in video 
gaming, participants gained a sense of worth and satisfaction in ways of disoriented cognition, as they desired to be a 
real part of the virtual reality in video games.  
As excerpted from the expressions of the participants:  
Table 3: Subthemes of a Platform for Disoriented Feelings of Worth 
Subordinate Themes Excerpts 
sense of fulfilment “There is that feeling of happiness, surreal that I can’t explain when you reached high ranks 
or win matches. It is also inspiring when my fellow gamers compliment me as a great 
gamer. Especially when people I don’t know, invite me to matches to help them pull their 
ranks, it just feels great.” –P7 
“It feels fulfilling when gamers praise you for a winning match, high ranks, many heroes, 
and achievements in the game. It gave some kind of positive feeling.” –P31 
sense of belongingness “I can say anything I want, even profane languages, and its normal. I found a group that 
accepts me and recognize my worth even just in online gaming, even if there’s no physical 
contact. It’s funny we don’t see each other, but I feel like I belong.” –P4  
“The good thing in gaming is that you don’t know each other personally, but it feels like 
more than it, no judgments. Being in a group or team in games makes me feel like I fit-in.” 
–P23 
sense of worth “When things get exhausting, I immersed in gaming since it gives me a sense of worth. I 
know I’m good at internet gaming, and it is where I am inclined.” –P15 
“Online gaming makes me feel valuable. I gained other gamers’ respect.” –P34 
the satisfaction due to 
disoriented cognition 
“Gaming fills something in me, and maybe if given a choice, I will choose to go inside the 
game.” –P2 
“Mobile gaming is one of the things that made me feel relaxed. It gave me satisfaction that 
other activities could not give. I think I can’t last a day without it.” –P30 
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Entangled: The Conflict of Virtual and Real World 
Along the course of being engulfed in gaming, participants face a conflict between the virtual and the real physical 
world. Cognizant with disputes and failures in their real lives, they remain playing internet games as if their lives 
depends on it. Despite experiencing poor health and hygiene, a decline in academic performance decreased physical 
activities, and interpersonal conflicts with family and friends, participants continued to be ‘passionate’ in gaming. To the 
participants, gaming was not “just’ a hobby, but a part of their lives and viewed it as a better activity than other vices. 
Interestingly, participants also admitted because of problems that arise along with internet gaming tried to control their 
gaming activity, but most attempts were unsuccessful. Some of them experienced withdrawal symptoms. These 
problems caused participants’ confusion and distress on becoming entwined with the opposite forces of the virtual and 
the physical world. Sadly, due to the dilemma, they experienced instead of mending broken relationships they would 
resort to internet gaming because, for them, it is a more accessible course of action. 
As excerpted from the response of the participants:  
Table 4: Subthemes of the Conflict of Virtual and Real World 
Subordinate 
Themes 
Excerpts 
Unexplainable Game 
Dependence 
 “I know I have been playing too much, I was even in the dean’s list before, but due to 
absences and tardiness my grades gradually decreased.” –P17 
“Playing mobile games had been my major activity, and for some reason, it is very 
challenging to control as if my life depends on it.” –P30 
 
The perception of 
“Good Gaming.” 
“Playing caused me a long-time romantic relationship, but for me, there’s nothing wrong. I 
think being addicted to mobile gaming is better than being a drug addict. We broke up 
because of her clinginess and selfishness.” –P10 
“There are unhealthy things I did because of gaming like not eating properly, late or non-
submission of school requirements, being late or absent in school. But, I just can’t stop 
playing computer/mobile games. It is a part of my system.” –P24 
Withdrawal “I tried to stop playing, I swear. There was once we went to the barrio, and I had no choice 
but to discontinue playing since there was no internet reception there. But during my stay, it 
was the only thing in my mind, and I even dreamt of it. When I couldn’t take it, I went 
home to play. I didn’t even take a bath. I can’t just do it, I need to play, and it was hard to 
control.” –P8 
The easier course of 
action 
“Maybe the worst case was it came to the point when I dropped out for a semester without 
my parents’ knowledge. I admit that it was mostly because of playing internet games and I 
can’t explain how, sometimes you just don’t notice the time, resulting in being late or 
absent, until I came to realize that the semester ended that way. I don’t know. It’s just that I 
feel elated, I feel different when in-gaming. It was like entering a whole new world where 
you can be somebody else, you are great, you can do what you want. Of course, I felt guilty 
about it, especially I am favored financially by my parents. But, what’s done was done, and 
I can’t turn back time, I cannot go back, that’s why I played again to entertain myself rather 
than mind them and be wary. It is easier that way.” –P13 
Escape: “Trapped in the Game”  
In this phase, participants had a brief realizations of the impairment caused by internet gaming. Most of them made 
actual efforts to reduce, control, or even eliminate internet gaming, but these attempts appeared to be unsuccessful. They 
exert individual efforts to escape the loop, a cycle of excessive gaming behaviour since they realized its adverse effects 
on their actual real life. However, due to the tremendous problematic results of extreme internet gaming, they found 
themselves going back to playing as a form of escape. Going back to their normal lives before gaming was perceived to 
be difficult, especially those who have lost significant relationships and opportunities. Additionally, when participants 
were engulfed and entangled with gaming for more than a year, they have developed an unhealthy physiological pattern 
of sleep and eating behaviours. Excessive gaming affected their “body-clock” and found themselves with sleepless 
nights and abnormal eating appetites which leads to frustrations, restlessness and irritability. Helpless to return wasted 
occasions and damaged interpersonal relationships with family and friends due to excessive time spent in gaming, they 
resorted to going back to gaming to “feel better” again. Hence, the patterns of behavior become a loop, repeatedly going 
back from the start leading to internet gaming disorder symptoms.  
As excerpted from the narratives of experiences of the participants:  
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Table 5: Subthemes of “Trapped in the Game” 
Subordinate Themes Excerpts  
Avoidance “Uninstalling the game application, surrendering my phone to my friends, and even cutting 
the Wi-Fi connection were the methods I used. I even throw myself in watching Korean 
Series and MCU movies, which has the same result. I mean, I tried, I did try to control and 
eliminate online and offline gaming. I want to go back, to win back people to go back 
seriously with my studies but it doesn’t work out.” –P13 
“Honestly, I tried to put a halt in my gaming behaviour. I tried to go outside, see some 
friends, reach out to my family, but there is no use.” -P7  
Back to the game “Things just get annoying, and no matter where I looked and went, I see people playing 
mobile games or computer games. That makes me think there is nothing wrong with it. 
They just don’t understand, it looks pretty normal to me, so I go back to gaming, it makes 
me feel good.” –P37  
“My body has been used to staying awake at night, making me feel sleepy and tired all day. 
And besides, I couldn’t relate with my friends anymore, it feels like I’m different, same 
goes with my family. I couldn’t go back since I can’t remember how or when it started. I 
have no choice but to go back to gaming, it is where I feel myself again.” –P19  
The loop “Every time I tried to control my gaming behaviour, I always find myself going back to it. 
It feels like I’m running in circles, they get annoyed I will stop, when I stopped, it feels like 
there’s a missing part of me, so I go back again.” –P1 
“It’s just, I will stop playing one game then will discover something new, I will play 
excessively again. Then, I am back to being scolded, abandoned and other negative things it 
entails then, I’d exert effort to control. After a few days, I go back again, and I couldn’t help 
it because when I stopped gaming, it is not like everything will go back normal again. I’ve 
lost people, I had bad grades, and it won’t come back. So I cope with gaming again.” –P24 
DISCUSSIONS 
As the students fought their way to “mythic” – the highest rank in the most popular online game, they became ultimately 
caught in a loop and was losing the road to reality. As the design of games is intended to be entertaining and addicting 
(Kuss et al., 2018), it stimulates the attention of today’s generation (Gallup et al., 2016). Further, along with 
entertainment, the propensity of the participants to be inclined in gaming lies to a variety of factors such as isolation, 
distress, fear of being left out, and peer pressure. Similar to this, Saquib and his colleagues (2017) stressed the 
contribution of loneliness and psychological distress were risk factors to game addiction. Additionally, Rho et al. (2016) 
found that having game partners and the fear of being left-out were high risks factors for internet gaming disorder. 
According to Dong and Ponteza (2014), video games were like gamers’ happy pill and made their mood in a pleasant 
state while gaming. Remarkably, the echoes of peer pressure and isolation played a vital role in the inception of 
excessive online gaming. Extreme internet gaming started when they were amused by high-tech graphics and systems. 
Students also used gaming to isolate themselves from the problems of the real world and embrace the entertaining virtual 
world. Exposure to the addictive design of gaming, they entered a loop where most gamers were confined. 
Excessive exposure to the addictive design of online games leads to a vicious cycle resulting in the presence of Internet 
Gaming Disorder symptoms. Dong and Ponteza (2014) explained that “motivational drives linked to reward-seeking 
contribute importantly to I.G.D. and that diminished executive function/cognitive control over these motivational drives 
contribute to decision making that leads to a persistent engagement to internet game playing.” Students with a lack of 
self-esteem and real-life achievement sought stress reduction activity to internet gaming. The motivations and rewards 
the students receive from internet gaming lead them to dysregulated gaming (Dong & Ponteza, 2014). Experiencing 
reinforcements thru immersing in the virtual world amplified their internet gaming behaviour (Pontes et al., 2018). 
Gamers were hooked to internet gaming since it satisfied their cravings for recognition and self-esteem, as Wartberg et 
al. (2017) concluded that self-esteem problems were predictors of I.G.D.  
As cited by King and Delfabbro (2019), “individuals with low self-esteem have less confidence, are prone to self-
criticism, and have difficulties in establishing and maintaining friendships”. Hence, internet gaming satisfies the 
“emotional comfort” and provides an innocuous societal platform since online gaming includes asynchronistic social 
connection, secrecy and faceless interactions (Kowert et al., 2014). Researchers claimed that an individual have low self-
esteem have a higher probability to engage in online gaming (Davis, 2001; King & Delfabbro, 2014; Weis & 
Cerankosky, 2010).  
Games, particularly online gaming provided an avenue for gamers a useful way to some shy and socially withdrawn 
individuals to develop more social confidence, improve their mood and make “friends” online (Grohol, 2016; Tateno et 
al., 2016). Additionally, the sense of belongingness they felt and liberty to become profane and violent inside the internet 
gaming world served as another factor for them to more into it. Gallup et al. (2016) stated that these games provide 
unique opportunities to engage socially without risks and challenges of the face-to-face situation. Students can freely 
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express their thoughts and create socially thru virtual bonds (Casey & Evans, 2011). Gamers build alliances, virtual 
social interactions which can be beneficial in attaining goals of the quest, complete challenges and ultimate victories 
(Sakuma et al., 2017) which lead to the development of friendship and relationships which may extend beyond the 
virtual realm (Kuss, 2018). These virtual bonds make gamers more engaging in internet games which leads to I.G.D. 
Moreover, social experiences in the gaming-related forum in the online community by players who are grouped based on 
interests and preferences provide an avenue for affirmation and acceptance. Further, these games designed to amaze and 
stimulate gamers’ curiosity to unending quest and missions lead to sleepless nights, declined school performance, losing 
contact to a physical, interpersonal relationship with families and eventually addictive behaviour.  
The “entangled” stage emerges as a result of excessive day-to-day and an increasing amount of time allotted in gaming. 
Though gamers were gradually realizing the conflicts excessive internet gaming caused in their real lives, they continue 
to engage in gaming. Participants were experiencing severe physical, academic, and psychosocial problems due to 
excessive internet gaming. In this stage, they were too preoccupied with gaming, activity while missing out on important 
events and opportunities in their lives. Further, entangled with gaming they have experienced withdrawal symptoms and 
seemed to feel helpless to manage gaming activity. Persistent and recurrent use of the internet to engage in gaming lead 
to substantial distress to the gamers (A.P.A., 2013). Despite the clinically significant impairment, academic problems 
and psychosocial distress (Petry et al., 2014), players uncontrollably continue to engage in internet gaming (Bax, 2016). 
Furthermore, as stated by Kiraly, Griffiths and Demetrovics (2015) “…problematic gamers are unable to control their 
excessive gaming behaviour even after they realize the problems it causes their lives”. As stated above, gamers usually 
fantasize about the game and experience withdrawal-like symptoms such as irritability, annoyance, restlessness and, or 
sadness. Counsellors working in the field identified similar struggles in clients such as cravings, withdrawal and 
tolerance (Day, 2017). Koo, Han, Park and Kwon (2017) found that gamers experienced a loss of control over their daily 
activities in addition to having difficulty in interpersonal relationships, academic performance and emotional and 
cognitive development. The occurrence of gaming disorder distinctly changes the priorities of gamers which leads to 
significantly reduced attention and ability to attend to vital non-gaming-related information, people and events. Gamers’ 
uncontrollable behaviour lead to neglect in the importance of real-world aspects such as study, hygiene, sleep and 
physical interrelationships.  
Manifestly, adverse outcomes of dysregulated gaming resulted in gamers’ detachment and indifference from the physical 
world. Over a long time, they engaged in gaming, gamers’ find it increasingly challenging to resume their involvement 
in real-world activities due to the weakening of physio-psycho-social skills. Van Rooij and Prause (2014) stressed that 
addiction exists when there a patient’s efficacy to control their impulses is not present. King and Delfabbro (2019) 
mentioned that “a habitual pattern of gaming creates an expanding ‘void’ in the person’s life, where progression in 
important life areas, such as school or career, becomes anchored to the time at which gaming has begun”. Since it is 
difficult to resume to real-world, gamers tend to go back in gaming wherein they were caught on the “loop” continuously 
expanding the “void”. Dysregulation (Weinstein et al., 2017) and lack of self-control (Rho et al., 2016) were the risk 
factors of problematic gaming. In this case, Filipino college student gamers were entangled experiencing a lack of self-
control. They also experience dysregulated gaming behaviour since it served as their source of freedom of expression, 
self-esteem and sense of belongingness. Escaping from the game to face their uncertain physical world caused by 
excessive internet gaming urged them to return to it as a form of escape. From this point, the gamers are on the loop of 
I.G.D., as they go back to gaming to be entertained again but this time, relieve their anxiety and frustration brought about 
most of gaming. Despite several attempts to control video gaming, gamers struggle to stop and continue to play 
(Wartberg et al., 2017), this is a form of escape from the problems they encounter in the real world (Day, 2017). Gamers 
tend to experience negative emotions or mood changes when they lose contact with gaming (King, Herd & Delbarro, 
2017). Gamers would instead choose to sit down and engage in the virtual world, then doing their previous hobbies and 
passion (Rho et al., 2017; Weinstein et al., 2017).  
Notwithstanding the problems they faced and opportunities lost because of gaming, gamers would choose to play as if it 
is the only thing that matters. As mentioned by King et al. (2017), most problematic internet gamers started escaping 
from something unpleasant. Hence they ventured in engaging to the virtual world and eventually could not find ways out 
of it even if they wanted. Koo et al. (2017) explained that this phenomenon is due to psychological distress signals from 
cravings which activated and satisfied the brain’s reward system when presented with video-gaming related signs.  
Hence, the great loop amusement, being motivated to the game means coping in imperfections of their lives, and 
overvaluing games’ resulted in I.G.D. symptoms. Escape to the unpleasant and unwanted real-life environment, lead 
internet gamers to maladaptive cognitions thru feelings of worth, esteem and belongingness to internet gaming honing of 
gaming skills and overvaluing gaming achievements. Gamers experience the “feeling of flow” or the immersive pleasure 
(Hu et al., 2018) to gaming which they were not able to attain in the actual reality.  
CONCLUSION 
The lived experiences of symptomatic college students reflect a never-ending loop of being entertained, engulfed, 
entangled, and escape. Their excessive time and energy spent in gaming resulted in an expanding vacuum leading them 
to more caught-up in the I.G.D. loop. Initially, gamers were engaged in gaming out of peer pressure and amazement to 
the features of the games. After participating, internet gamers hooked deeply with the rewards and achievements with the 
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game’s reinforcements and compliments resulting in them to increase the amount of time in gaming. Then, internet 
gamers faced tremendous physical, academic, psychosocial and interpersonal conflicts leading to psychological distress 
but found themselves trapped in gaming. And as they find ways to escape from gaming, they find themselves escaping 
the physical world for the entertaining virtual world.  
Understanding this E-Loop of I.G.D. is essential to addressing the fast-growing number of student gamers, not only of 
college but the grade school as well. This study contributed to the limited in-depth analysis of internet gaming 
behaviour, especially in our country. Although gathered data in this study came from a few respondents, it can be 
supported actual observation among gamers around. The seriousness of psychosocial impairments brought by I.G.D. 
should not be undermined. Therefore, the richness of the results of this study can be a basis for intervention programs for 
different schools and universities in the country.  
LIMITATION AND STUDY FORWARD 
The conceptualized framework has been formulated thru in-depth analysis and validated. However, the nature of this 
psychological inquiry is only limited to the participation of the selected student gamers. For further research, replication 
using a quantitative method to check the reliability of formulated concepts.  
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